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GAME APPARATUS formed on the enemy character by the player character and 
a positional condition regarding a positional relationship 

CROSS REFERENCE TO RELATED between the player character and the enemy character such 
APPLICATION that the attack method and the positional condition are 

5 associated with each other ; an attack instruction receptor 
This is a continuation application of U.S. patent applica that receives an attack instruction by a player providing an 

tion Ser . No. 151597,568 , filed May 17 , 2017 , which is a operation instruction to the input device ; an attack method 
continuation application of U.S. patent application Ser . No. specifier that specifies , when receiving the attack instruction 
14 / 048,227 , filed Oct. 8 , 2013 and now U.S. Pat . No. by the attack instruction receptor , an attack method associ 
9,675,872 issued Jun . 13 , 2017 , which claims the benefit of 10 ated with a positional relationship between the player char 
Japanese Patent Application No. 2012-226258 , filed on Oct. acter and the enemy character , based on the attack method 
11 , 2012. The entire disclosure of each of the above stored in the attack method storage , the positional relation 
identified applications , including the specification , draw ship being obtained upon receiving the attack instruction by 
ings , and claims , is incorporated herein by reference in its the attack instruction receptor ; and an attack executor that 
entirety . 15 executes an attack on the enemy character by the player 

character , according to the attack method specified by the 
TECHNICAL FIELD attack method specifier . 

An attack method performed on an enemy character by a 
The present invention relates to a game apparatus capable player character and a positional condition regarding the 

of strategically casting various types of attacks in a battle 20 positional relationship between the player character and the 
between a player character and an enemy character , without enemy character are set in advance so as to be associated 
a player performing any complex operation . with each other . Thus , an attack method can be changed 

according to the position of the enemy character with respect 
BACKGROUND ART to the player character , without changing a player's opera 

25 tion method . Even if the player pressing the same operating 
In a conventional RPG it is common that when a player button , various attacks can be made according to the posi 

character attacks an enemy character , a player selects his / her tional relationship such as the distance between the player 
desired command from a plurality of commands to specify character and the enemy character and the directions of the 
what kind of attack is made on the enemy character ( see , for player character and the enemy character , e.g. , a normal 
example , JP 2010-142346 A ) . In addition , in an action game 30 attack with a hit is made for a close distance between the 
and an action RPG specification of what kind of attack is player character and the enemy character , an attack with a 
made on an enemy character is performed by pressing any spell is made for an intermediate distance , and an indirect 
of a plurality of operating buttons . As such , in order to attack with a bow , a boomerang , or a gun is made for a far 
enhance the interest of a game , the types of attacks that can distance . Hence , even a beginner of the game can easily cast 
be taken when a player character attacks an enemy character 35 various attacks . 
have been diversified . In addition , an attack can be executed by the player 

However , in the case of an RPG , as the number of types adjusting the positional relationship between the player 
of attacks that can be taken upon an attack increases , the character and the enemy character so as to obtain an attack 
player needs to search and select his / her desired command method that the player wants the player character to perform . 
from a larger number of commands . Thus , the player needs 40 The player can strategically change the attack method 
to press operating buttons a number of times , and as a result , against the enemy character by changing the position of the 
it takes time to select a command . In addition , in the case of player character , taking into account the game progressing 
an action game and an action RPG , a complex operation is status such as the strength or type of the enemy character , the 
required , such as pressing a plurality of different operating number of enemy characters , or the remaining physical 
buttons simultaneously or continuously . Hence , the game is 45 strength of the player character . Thus , the player can enjoy 
difficult for a beginner of the game to get accustomed to , a game with further enhanced interest . 
e.g. , he / she cannot fully enjoy the game until mastering the In the present invention , it is preferable that the game 
game . apparatus comprising : a setting instruction receptor that 

receives an instruction to set a positional condition and an 
SUMMARY OF INVENTION 50 attack method , according to an operation instruction pro 

vided to the input device by the player ; and an attack method 
Technical Problem updater that updates the positional condition and attack 

method stored in the attack method storage , according to the 
The present invention is made to solve such problems , and instruction to set a positional condition and an attack method 

an object of the present invention is to provide a game 55 received by the setting instruction receptor . 
apparatus capable of casting various attacks only by pressing The player can set which attack method to use at how 
the same operating button without performing any complex much distance between the player character and the enemy 
operation . character . Therefore , the player can strategically set a posi 

tional condition and an attack method , taking into account 
Solution to Problem 60 the game progressing status such as the strength or type of 

the enemy character , the number of enemy characters , or the 
The present invention relates to a game apparatus includ- remaining physical strength of the player character , enabling 

ing a display device and an input device , the game apparatus to enhance the interest of the game . 
progressing a game in which a player character does a virtual In the present invention , it is preferable that the attack 
battle with an enemy character , the player character being a 65 method storage can store a plurality of different attack 
player's operation target , the game apparatus comprising : an methods , and stores different positional conditions for the 
attack method storage that stores an attack method per- different attack methods such that the attack methods are 
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associated with the positional conditions , respectively , and FIG . 2 is a diagram showing an example of an external 
further stores priorities for the attack methods , the priorities view of the game apparatus according to an embodiment of 
being for specifying an attack method performed on a the present invention ; 
priority basis from among the plurality of attack methods , FIG . 3 is a diagram showing an example of an attack 
and the attack method specifier specifies an attack method 5 method setting screen according to an embodiment of the 
capable of executing an attack on the enemy character by the present invention ; 
player character and having a highest priority , based on the FIG . 4 is a diagram showing an example of a positional 
attack methods and priorities stored in the attack method condition list according to an embodiment of the present 
storage . invention ; 

For example , when a plurality of enemy characters are FIG . 5 is a diagram showing an example of an attack 
present around the player character , priorities can be set method list according to an embodiment of the present 
taking into account , for example , an enemy character of invention ; 

FIG . 6 is a diagram showing an example of an attack which positional condition is attacked on a priority basis or method management table according to an embodiment of which attack method is performed on a priority basis . Thus , 15 the present invention ; the player can strategically advance a battle with the enemy FIG . 7 is a diagram showing an example of a flowchart of characters , enhancing the interest of the game . an attack method setting process according to an embodi The present invention relates to a game progressing ment of the present invention ; method for a game in which a player character does a virtual FIG . 8 is a diagram showing an example of a flowchart of 
battle with an enemy character , the player character being a 20 an attack execution process according to an embodiment of 
player's operation target , the method comprising the steps the present invention ; and 
of : storing , in a storage , an attack method performed on the FIG . 9 is a diagram showing an example of a flowchart of 
enemy character by the player character and a itional an attack execution process according to an embodiment of 
condition regarding a positional relationship between the the present invention . 
player character and the enemy character such that the attack 25 
method and the positional condition are associated with each DESCRIPTION OF EMBODIMENTS 
other ; receiving an attack instruction by a player providing 
an operation instruction to an input device ; specifying , when An embodiment of the present invention will be described 
receiving the attack instruction , an attack method associated below with reference to the accompanying drawings . FIG . 1 
with a positional relationship between the player character 30 is a block diagram showing a configuration of a game 
and the enemy character , based on the attack method asso apparatus for executing a video game , according to an 

embodiment of the present invention . The game apparatus is ciated with the positional condition stored in the storage , the mainly configured of an apparatus main body 1. The appa positional relationship being obtained upon receiving the ratus main body 1 includes a control section 11 , a RAM 
attack instruction ; and executing an attack on the enemy 35 ( Random Access Memory ) 12 , a hard disk drive ( HDD ) 13 , character by the player character , according to the specified a sound processing section 14 , a graphic processing section attack method . 15 , a DVD / CD - ROM drive 16 , a communication interface The present invention relates to a computer - readable 17 , an interface section 18 , and a touch input detection 
recording medium storing a game program that causes a section 29. Those components are connected to each other 
computer apparatus to execute a game in which a player 40 by an internal bus . 
character does a virtual battle with an enemy character , the The control section 11 is composed of a CPU ( Central 
player character being a player's operation target , the game Processing Unit ) and a ROM ( Read Only Memory ) , and 
program causing the computer apparatus to function as : an executes a program stored in the HDD 13 or a recording 
attack method storage that stores an attack method per- medium 25 and thereby controls the apparatus main body 1 . 
formed on the enemy character by the player character and 45 In addition , the control section 11 includes an internal timer . 
a positional condition regarding a positional relationship The RAM 12 is a working area of the control section 11. The 
between the player character and the enemy character such HDD 13 is a storage area for saving programs and data . 
that the attack method and the positional condition are The DVD / CD - ROM drive 16 can allow the recording 
associated with each other ; an attack instruction receptor medium 25 having stored therein a game program , such as 
that receives an attack instruction by a player providing an 50 a DVD - ROM or a CD - ROM , to be placed therein . A 
operation instruction to an input device ; an attack method program and data that are used to perform a game on the 
specifier that specifies , when receiving the attack instruction video game apparatus are stored in the recording medium 
by the attack instruction receptor , an attack method associ- 25. The program and the data are read by the DVD / CD 
ated with a positional relationship between the player char ROM drive 16 and then are loaded into the RAM 12 . 
acter and the enemy character , based on the attack method 55 The control section 11 performs a process by reading data 
associated with the positional condition stored in the attack necessary for a game in progress from the RAM 12. How 
method storage , the positional relationship being obtained ever , since the RAM 12 has smaller storage capacity than the 
upon receiving the attack instruction by the attack instruc- HDD 13 and the recording medium 25 , only necessary data 
tion receptor ; and an attack executor that executes an attack is loaded into the RAM 12 from the recording medium 25 , 
on the enemy character by the player character , according to 60 according to the game progressing status . The control sec 
the attack method specified by the attack method specifier . tion 11 processes the program and data loaded into the RAM 

12 , and outputs a sound output instruction to the sound 
BRIEF DESCRIPTION OF THE DRAWINGS processing section 14 and outputs a rendering instruction to 

the graphic processing section 15 . 
FIG . 1 is a block diagram showing a configuration of a 65 The sound processing section 14 is connected to a sound 

game apparatus according to an embodiment of the present output device 22 which is a speaker . When the control 
invention ; section 11 outputs a sound output instruction to the sound 
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processing section 14 , the sound processing section 14 detection signal corresponding to the tilt orientation of the 
outputs a sound signal to the sound output device 22 . joystick 36 is generated by the input section 21 . 

The graphic processing section 15 is connected to a A switch system detection signal generated by the input 
display device 23 having a display screen 24. When a section 21 is supplied to the interface section 18 and serves 
rendering instruction is output from the control section 11 , 5 as detection information indicating which button has been 
the graphic processing section 15 expands images in a frame turned on . As for the joystick 36 , a joystick system detection 
memory ( frame buffer ) 19 and outputs a video signal for signal serves as detection information indicating the state of 
displaying the images on the display screen 24 of the display the joystick 36. In this manner , operation instructions pro 
device 23. One frame time of an image included in the video vided to the input section 21 by the player are supplied to the 
signal output from the graphic processing section 15 is , for 10 apparatus main body 1 . 
example , 1/30 second . The graphic processing section 15 A summary of the game apparatus according to the 
performs rendering of a single image in units of frames ( i.e. , present invention will be described . In the present invention , 
in units of 1/30 second ) . when one of the operating buttons of the input section 21 
An input section ( controller ) 21 and a memory card slot that is assigned to execute an attack on an enemy character 

20 are connected to the interface section 18. The input 15 by a player character ( hereinafter , also referred to as the 
section 21 includes direction keys and a plurality of oper- attack button ) , e.g. , the 0 button 32a , is pressed , the attack 
ating buttons . A player character is allowed to move by method changes according to the positional relationship 
direction key operations . Input information from the input such as the distance between the player character and the 
section 21 based on an operation performed on a keypad by enemy character and the directions of the player character 
the player is stored in the RAM 12 , and the control section 20 and the enemy character . A plurality of conditions regarding 
11 performs various types of arithmetic processings based the positional relationship between the player character and 
on the input information . The interface section 18 performs , the enemy character ( hereinafter , also referred to as the 
according to an instruction from the control section 11 , the positional conditions ) and a plurality of attack methods 
process of allowing a memory card 28 placed in the memory according to the positional conditions are set in advance . An 
card slot 20 to save data indicating a game progressing status 25 attack method to be performed by the player character is 
stored in the RAM 12 , and reading game data obtained at the specified according to which positional condition is satisfied 
time of suspension which is saved in the memory card 28 by the positional relationship between the player character 
and transferring the game data to the RAM 12 . and the enemy character when the player presses the attack 

The communication interface 17 is connected by wire or button of the input section 21 . 
wireless to a communication network 27. In addition , the 30 Note that in the present invention the concept of “ player 
communication interface 17 can perform wireless commu- character ” includes a character acting as an ally of the player 
nication with other video game apparatuses through a com- character by AI control , as well as a character that can be 
munication unit having an antenna 26 . operated by the player using the input section 21. In addi 

The display screen 24 may be of a touch panel type . When tion , in the case of a multiplayer game such as an 
the surface of a touch panel is touched with a finger or touch 35 MMORPG , the concept of “ player character ” in the present 
pen , the touch position can be detected by the touch input invention includes player characters operated by other play 
detection section 29. Input information from the touch input ers , as well as a player character operated by the player . 
detection section 29 is stored in the RAM 12 , and the control In the present invention , for example , aside from a battle 
section 11 performs various types of arithmetic processings screen where a player character and an enemy character do 
based on the input information . 40 a virtual battle , an attack method setting screen may be 

FIG . 2 shows an example of an external view of the provided where a positional condition and an attack method 
apparatus main body 1 according to an embodiment of the according to the positional condition can be set by a player's 
present invention . The input section 21 and the display operation . Before doing a battle with an enemy character or 
device 23 may be configured integrally with the apparatus during a battle with an enemy character , the player can 
main body 1 or may be provided separately from the 45 arbitrarily change the setting of an attack method according 
apparatus main body 1 , and FIG . 2 shows the integral to the game progressing status , etc. , by switching from a 
configuration . battle screen to an attack method setting screen . 
A cross key ( D - pad ) 31 is provided on the left front of the FIG . 3 shows an example of an attack method setting 

apparatus main body 1 , and a button group 32 is provided on screen displayed on the display screen of the game apparatus 
the right front . The cross key 31 includes an up key 31a , a 50 according to an embodiment of the present invention . In an 
right key 31b , a down key 31c , and a left key 31d . The button attack method setting screen 40 , a plurality of attack method 
group 32 includes a O ( " Circle / O ' ) button 32a , a x ( “ Cross / setting panels 41a to 41e are displayed arranged in a line in 
X ' ) button 32b , a ( “ Square ' ) button 32c , and a A ( ' Tri- a vertical direction . An attack method setting panel 41 is 
angle ' ) button 32d . In addition , the display screen 24 is provided with a positional condition display area 42 that 
provided at a central portion of the apparatus main body 1 , 55 displays a positional condition regarding the positional 
and a select button 37 and a start button 38 are provided relationship between a player character and an enemy char 
below the display screen 24. Furthermore , a plurality of acter , and an attack method display area 43 that displays an 
buttons such as an R button 34 and an L button 35 are attack method performed on the enemy character by the 
provided on side portions of the apparatus main body 1. In player character . 
addition , a joystick 36 is provided on the left front of the 60 Each attack method setting panel 41 is provided with one 
apparatus main body 1 and below the cross key 31 . positional condition display area 42 and one attack method 
When a pressing force is applied to each of the cross key display area 43 in a pair . The positional condition display 

31 , the O button 32a , the x button 32b , the button 32c , area 42 displays a positional condition , and the attack 
the A button 32d , the select button 37 , the start button 38 , the method display area 43 displays an attack method associated 
R button 34 , and the L button 35 , a corresponding switch is 65 with the positional condition displayed in the positional 
turned on . A detection signal according to the on / off of the condition display area 42 in the same attack method setting 
switch is generated by the input section 21. In addition , a panel 41. That is , there is a correspondence between the 
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positional condition displayed in the positional condition player character ” , candidate attack methods that are dis 
display area 42 and the attack method displayed in the attack played by selecting a corresponding attack method display 
method display area 43 which are present in the same attack area 43 are restricted to distant attacks with a bow , a 
method setting panel 41 . boomerang , etc. , so that close attacks or throws cannot be 

For example , in the case in which the positional condition 5 selected . Therefore , attack methods that can be registered 
displayed in a positional condition display area 42a in the according to a set positional condition as attack methods 
attack method setting panel 41a is “ less than 3 m from player associated with the positional condition are restricted to 
character ” and the attack method displayed in an attack predetermined attack methods . 
method display area 43a is a “ close attack with ax ” , when In this case , the range of distance where an attack can be 
the player provides an attack operation instruction to the 10 made ( attack range ) is set for each skill , weapon , and spell 
input section 21 , an attack with an ax is done on an enemy used for an attack , and candidate attack methods displayed 
character present less than 3 m from the player character . in the attack method list may be specified according to the 
When the player moves a cursor 44 onto a positional distance between the player character and the enemy char 

condition display area 42 by providing an operation instruc- acter . 
tion to the input section 21 , and selects the positional 15 Priorities may be set for the attack method setting panels 
condition display area 42 , a positional condition list is 41. For example , the attack method setting panel 41a 
displayed in a pull - down menu format . In the positional displayed at the top in the attack method setting screen 40 
condition list , for example , as shown in FIG . 4 , a list of can be set to the highest priority , and the lower attack 
various positional conditions such as “ contact with player method setting panel can be set to the lower priority . The 
character ” , “ less than 3 m from player character ” , and “ 3 m 20 priorities of the attack method setting panels 41 can be 
or more and less than 10 m from player character ” is changed . By moving the position of an attack method setting 
pre - registered . The player can select a positional condition panel 41 upward or downward while selecting the attack 
he / she wants to set from the displayed positional condition method setting panel 41 , the priority thereof can be changed . 
list , by providing an operation instruction to the input For example , in such case of FIG . 3 , since the attack 
section 21 . 25 method setting panel 41a is displayed higher in position than 

For the positional conditions registered in the positional the attack method setting panel 41b , an attack according to 
condition list , some of them may be registered by default at the positional condition “ less than 3 m from player charac 
the start of the game , or the player character may gain a ter ” set on the attack method setting panel 41a is given 
positional condition according to the progress of the game priority over an attack according to the positional condition 
and register the positional condition in the positional con- 30 “ 3 m or more and less than 10 m from player character ” set 
dition list . For example , when the player character clears a on the attack method setting panel 41b . Therefore , in the 
challenge given during the progress of the game , a positional case in which enemy characters are present less than 3 m 
condition that is newly registered in the positional condition from the player character and present 3 m or more and less 
list can be added . than 10 m from the player character , when the attack button 
When the player moves the cursor 44 onto an attack 35 is pressed , a " close attack with ax ” is executed on the enemy 

method display area 43 by providing an operation instruc- character present less than 3 m from the player character . 
tion to the input section 21 and selects the attack method The player can move the attack method setting panel 41a 
display area 43 , an attack method list is displayed in a to a lower position than the attack method setting panel 41b 
pull - down menu format . In the attack method list , for by operating the input section 21 to select the attack method 
example , as shown in FIG . 5 , a list of various attack methods 40 setting panel 41a and press a downward direction key . In this 
such as close attack with ax ” , “ distant attack with boomer- case , an attack according to the positional condition “ 3 m or 
ang ” , and “ distant attack with gun ” is pre - registered . The more and less than 10 m from player character ” set on the 
player can select an attack method he / she wants to set from attack method setting panel 41b is given priority over an 
the displayed attack method list , by providing an operation attack according to the positional condition “ less than 3 m 
instruction to the input section 21 . 45 from player character ” set on the attack method setting panel 

For the attack methods registered in the attack method list , 41a . Therefore , in the case in which enemy characters are 
some of them may be registered by default at the start of the present less than 3 m from the player character and present 
game , or the player character may gain an attack method 3 m or more and less than 10 m from the player character , 
according to the progress of the game and register the attack when the player presses the attack button , a " distant attack 
method in the attack method list . For example , when the 50 with boomerang ” is executed on the enemy character present 
player character's level has reached a certain level , when the 3 m or more and less than 10 m from the player character . 
player character has learnt a predetermined spell or skill , or In addition , even when there are a plurality of enemy 
when the player character is equipped with a predetermined characters in a range where the player character can make an 
item , an attack method that is newly registered in the attack attack , the configuration can be made such that priorities are 
method list can be added . 55 not set to the attack method setting panels 41. For 

Note that restrictions may be placed on candidate attack on a battle screen , by moving the player's sights by pressing 
methods displayed in the attack method list so that only an operating button of the input section 21 ( e.g. , the R button 
predetermined candidates according to an associated posi- 34 or the L button 35 ) , an enemy character serving as an 
tional condition can be displayed . For example , when the attack target can be selected from among a plurality of 
positional condition displayed in a positional condition 60 enemy characters . In this case , a determination is made as to 
display area 42 is " contact with player character ” , candidate which one of the attack conditions set on the attack method 
attack methods that are displayed by selecting a correspond- setting panels 41 corresponds to the positional relationship 
ing attack method display area 43 are restricted to a close between the enemy character selected as the attack target 
attack with a sword , etc. , throws , and the like , so that distant and the player character , and an attack against the selected 
attacks with a bow , a boomerang , etc. , cannot be selected . In 65 enemy character is executed according to an attack method 
addition , when the positional condition displayed in a posi- associated with the attack condition determined to corre 
tional condition display area 42 is “ 10 m or more from spond . 

example , 
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The number of attack method setting panels 41 is at least providing an operation instruction to the input section 21 
one and is preferably plural . The number of attack method ( step S112 ) , positional conditions 51 in an attack method 
setting panels 41 may be freely increased or reduced by a management table 50 are updated ( step S113 ) . Furthermore , 
player's operation . In addition , the configuration may be a newly selected positional condition 51 is displayed in the 
such that a predetermined number is set as an upper limit so 5 positional condition display area 42 ( step S114 ) , by which 
that a larger number of attack method setting panels 41 than the attack method setting process ends . 
the predetermined number cannot be set . In this case , the When the operation instruction received at step S101 is to 
upper limit number of attack method setting panels 41 that select an attack method display area 43 , candidate attack 
can be set may be changed according to the game progress- methods are displayed in an attack method list set in the 
ing status . For example , by the player character reaching a 10 RAM 12 ( step S121 ) . Then , when any attack method is 
predetermined level , or by the player character clearing a selected from among the plurality of displayed candidate 
predetermined quest , or by the player character gaining a attack methods by the player providing an operation instruc 
predetermined item , the number of attack method setting tion to the input section 21 ( step S122 ) , attack methods 52 
panels 41 that can be set can be increased . Therefore , the in an attack method management table 50 are updated with 
number of set attack methods that can be set to be associated 15 a newly selected attack method 52 ( step S123 ) . Furthermore , 
with positional conditions can be freely increased or the newly selected attack method 52 is displayed in the 
reduced , or the number of set attack methods can be attack method display area 43 ( step S124 ) , by which the 
increased or reduced according to the game progressing attack method setting process ends . 
status . When the operation instruction received at step S101 is to 
Next , an attack method management table will be 20 move an attack method setting panel 41 , priorities 53 in an 

described . FIG . 6 shows an example of an attack method attack method management table 50 are updated ( step 
management table according to an embodiment of the pres- S131 ) . Furthermore , an attack method setting screen 40 is 
ent invention . An attack method management table 50 stores displayed with the order of attack method setting panels 41 
positional conditions 51 and attack methods 52 set by the being changed ( step S132 ) , and the attack method setting 
player , such that they are associated with each other , and is 25 process ends . 
set in the RAM 12. In addition , if necessary , priorities 53 can Next , the process of attacking an enemy character by a 
be stored so as to be associated with the positional condi- player character will be described . As a first example of the 
tions 51 or the attack methods 52 . embodiment of the present invention , there is a case in 
A positional condition 51 represents a condition as to which the player's sights are set on an enemy character 

which position the enemy character is present when viewed 30 serving as an attack target from among a plurality of enemy 
from the player character . For example , for the positional characters displayed on a battle screen , by pressing the R 
condition 51 “ contact with player character ” , an enemy button 34 or the L button 35 of the input section 21 , to 
character in contact with the player character satisfies this specify the enemy character serving as the attack target . 
condition . For the positional condition 51 “ less than 3 m FIG . 8 shows an example of a flowchart of an attack 
from player character ” , an enemy character present at a 35 execution process according to an embodiment of the pres 
distance of less than 3 m from the player character satisfies ent invention . By setting the player's sights on an enemy 
this condition . In addition , the positional condition 51 may character by the player providing an operation instruction to 
represent not only a condition regarding the distance the input section 21 , the enemy character serving as an 
between the player character and the enemy character , but attack target is specified ( step S201 ) . Then , an attack instruc 
also a condition regarding in which direction the enemy 40 tion is received by an operation instruction provided to the 
character is present with respect to the player character , e.g. , input section 21 ( step S202 ) . When the attack instruction is 
in the front direction or the back direction . received , the distance between the player character and the 
An attack method 52 is stored so as to be associated with enemy character is calculated , or the direction of the enemy 

a positional condition . The range of selectable attack meth- character with respect to the player character , the direction 
ods increases according to the equipment equipped by the 45 of the player character with respect to the enemy character , 
player character , the item held by the player character , the or the like , is calculated , by which the positional relationship 
skill of the player character , the spell that can be used by the between the player character and the enemy character is 
player character , the level of the player character , etc. Only specified ( step S203 ) . 
when the player character wins a battle and thereby its level Based on the positional relationship between the player 
improves and a new skill is obtained , the skill may be able 50 character and the enemy character which is specified at step 
to be selected as an attack method 52. In addition , when the S203 , an attack method associated with a positional condi 
player character buys new equipment using virtual currency tion to which the positional relationship between the player 
and thereby obtains the equipment , an attack using the character and the enemy character corresponds is specified 
equipment can be selected as an attack method 52 . by referring to the attack method management table 50 ( step 

Next , an attack method setting process in an attack 55 S204 ) . Then , an attack by the attack method specified at step 
method setting screen such as that shown in FIG . 3 will be S204 is executed on the enemy character on which the 
described . FIG . 7 shows an example of a flowchart of an player's sights are set ( step S205 ) , and the attack execution 
attack method setting process according to an embodiment 
of the present invention . First , an operation instruction As a second example of the embodiment of the present 
provided to the input section 21 by the player is received by 60 invention , there is a case in which priorities are set in 
the control section 11 ( step S101 ) . advance for positional conditions or attack methods , and an 
When the operation instruction received at step S101 is to enemy character serving as an attack target is specified 

select a positional condition display area 42 , candidate according to the priorities . 
positional conditions are displayed in a positional condition FIG . 9 shows an example of a flowchart of an attack 
list set in the RAM 12 ( step S111 ) . Then , when any posi- 65 execution process according to an embodiment of the pres 
tional condition is selected from among the plurality of ent invention . First , an attack instruction is received by the 
displayed candidate positional conditions by the player player providing an operation instruction to the input section 

process ends . 
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21 ( step S301 ) . When the attack instruction is received , an 31 cross key ( D - pad ) 
attack method with the highest priority is specified by 32 button group 
referring to the attack method management table 50 ( step 40 attack method setting screen 
S302 ) . Then , a determination is made as to whether there is 50 attack method management table 
an enemy character satisfying a positional condition asso 
ciated with the attack method specified at step S302 ( step What is claimed is : 
S303 ) . 1. A game apparatus including a display device and an 

If there is an enemy character satisfying the positional input device , the game apparatus progressing a game in 
condition associated with the specified attack method ( YES which a player character does a virtual battle with an enemy 
at step S303 ) , then an attack by the specified attack method 10 character , the player character being an operation target of a 
is executed on the enemy character ( step S304 ) , by which player , the game apparatus comprising : 
the attack execution process ends . a memory that stores , for a first game mode , a plurality of 
On the other hand , if there is no enemy character satis attack methods to be performed on the enemy character 

fying the positional condition associated with the specified by the player character and conditions regarding a 
attack method ( NO at step S303 ) and the determination at 15 distance between the player character and the enemy 
step S303 has been made for all attack methods ( YES at step character such that the plurality of attack methods and 
S305 ) , then the attack button operation is invalid and thus the conditions are associated with each other ; 
the attack execution process ends without executing an the memory that stores , for a second game mode , the 
attack by the player character . On the other hand , if the plurality of attack methods to be performed on the 
determination at step S303 has not been made for all attack 20 enemy character by the player character and patterns 
methods ( NO at step S305 ) , then processing returns to step regarding operation instructions to the input device by 
S302 and an attack method with the second highest priority the player , the plurality of attack methods being asso 
is specified by referring to the attack method management ciated with the patterns in the memory ; 
table 50. As such , until it is determined at step S303 that an interface that receives an attack instruction by a first 
there is an enemy character satisfying a positional condition 25 operation instruction to the input device by the player ; 
associated with a specified attack method , the processes at a processor that specifies , in the first game mode , when 
steps S302 and S303 are repeated . receiving the attack instruction by the interface , a first 
Note that the game apparatus according to the present attack method based on the plurality of attack methods 

invention can cast various attacks based on the correspon stored in the memory , the first attack method corre 
dence between positional conditions and attack methods set 30 sponding to the distance between the player character 
by the player even when the same operating button is and the enemy character when the attack instruction is 
pressed ; however , it is also possible , for example , to switch , received by the interface ; 
by a player's operation , between a game mode to which the the processor that specif in the second game mode , 
present invention is applied and in which various attacks can when receiving the attack instruction by the interface , 
be cast based on the correspondence between positional 35 a second attack method based on the plurality of attack 
conditions and attack methods set by the player , and a methods stored in the memory , the second attack 
normal game mode in which various attacks can be cast by method corresponding to one of the patterns of the 
the player pressing a plurality of buttons . operations to the input device by the player when the 

Although the above embodiments mainly describe the attack instruction is received by the interface ; and 
case in which the present invention is applied to RPGs , game the processor that executes an attack on the enemy 
genres are not particularly limited as long as the game is character by the player character , according to one of , 
such that a player character attacks an enemy character in the first game mode , the first attack method or , in the 
while moving around the game field . The present invention second game mode , the second attack method of the 
can be applied to games , e.g. , action games , shooting games , plurality of attack methods , 
and racing games . wherein a game mode is configured to be switched 

between the first game mode and the second game 
REFERENCE SIGNS LIST mode by a switching instruction to the input device by 

the player 
1 apparatus main body 2. The game apparatus according to claim 1 , wherein 
11 control section the interface receives , for the first game mode , a setting 
12 RAM instruction to set an input attack method and an input 
13 HDD condition regarding the distance , according to a second 
14 sound processing section operation instruction provided to the input device by 
15 graphic processing section the player , and 
16 DVD / CD - ROM drive the processor updates , for the first game mode , the plu 
17 communication interface rality of attack methods and the conditions regarding 
18 interface section the distance , that are stored in the memory , according 
19 frame memory to the setting instruction to set the input attack method 
20 memory card slot and the input condition received by the interface . 
21 input section 3. The game apparatus according to claim 1 , wherein 
22 sound output device in the first game mode , each of the plurality of attack 
23 display device methods is performed by the player character , by the 
24 display screen player providing a same operation instruction to the 
25 recording medium input device . 
26 antenna 4. The game apparatus according to claim 3 , wherein the 
27 communication network same operation instruction to the input device includes a 
28 memory card single button on the input device being operated . 
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5. The game apparatus according to claim 1 , wherein 17. A game progressing method for a game in which a 
the memory stores , for the first game mode , different player character does a virtual battle with an enemy char 

conditions for different attack methods such that the acter , the player character being an operation target of a 
plurality of attack methods are associated with the player , the game progressing method comprising : 
conditions , respectively , and further stores , for the first 5 storing , in a memory , for a first game mode , a plurality of 
game mode , priorities for the plurality of attack meth- attack methods to be performed on the enemy character 
ods , the priorities being for specifying the first attack by the player character and conditions regarding a 
method performed on a priority basis from among the distance between the player character and the enemy 
plurality of attack methods ; and character such that the plurality of attack methods and 

the processor is further configured to specify , in the first the conditions are associated with each other ; 
game mode , one of the plurality of attack methods that storing , in the memory , for a second game mode , the 
is capable of executing an attack on the enemy char- plurality of attack methods to be performed on the 
acter by the player character and that has a highest enemy character by the player character and patterns 
priority , based on the plurality of attack methods and regarding operation instructions to an input device by 
the priorities stored in the memory . the player , the plurality of attack methods being asso 

6. The game apparatus according to claim 1 , wherein , in ciated with the patterns in the memory ; 
the first game mode , a new positional condition is configured receiving an attack instruction by a first operation instruc 
to be added to the conditions regarding the distance between tion to the input device by the player ; 
the player character and the enemy character in response to 20 specifying , in the first game mode , when receiving the 
the player character clearing a predetermined event in the attack instruction , a first attack method based on the 
game . plurality of attack methods stored in the memory , the 

7. The game apparatus according to claim 1 , wherein a first attack method corresponding to the distance 
progress of the game changes the plurality of attack methods between the player character and the enemy character 
in the first game mode . when the attack instruction is received ; 

8. The game apparatus according to claim 1 , wherein the specifying , in the second game mode , when receiving the 
progress of the game adds an attack method to the plurality attack instruction , a second attack method based on the 
of attack methods in the first game mode . plurality of attack methods stored in the memory , the 

9. The game apparatus according to claim 1 , wherein a second attack method corresponding to one of the 
progress of the game changes an upper limit number of the 30 patterns of the operations to the input device by the 
plurality of attack methods in the first game mode . player when the attack instruction is received by the 

10. The game apparatus according to claim 9 , wherein the interface ; and 
progress of the game increases the upper limit number of the executing an attack on the enemy character by the player 
plurality of attack methods in the first game mode . character , according to one of , in the first game mode , 

11. The game apparatus according to claim 9 , wherein the 35 the first attack method or , in the second game mode , the 
progress of the game reduces the upper limit number of the second attack method of the plurality of attack meth 
plurality of attack methods in the first game mode . ods , 

12. The game apparatus according to claim 1 , further wherein a game mode is configured to be switched 
comprising : between the first game mode and the second game 

a graphics processor that generates an attack method 40 mode by a switching instruction to the input device by 
setting panel for display on the display device . the player . 

13. The game apparatus according to claim 1 , wherein the 18. The game progressing method according to claim 17 , 
memory further stores , for the first game mode , a positional wherein , in the first game mode , a new positional condition 
relationship between the payer character and the enemy is configured to be added to the conditions regarding the 
character in association with the plurality of attack methods . 45 distance between the player character and the enemy char 

14. The game apparatus according to claim 13 , wherein acter in response to the player character clearing a prede 
the positional relationship includes a direction of the player termined event in the game . 
character and the enemy character . 19. A non - transitory computer - readable recording 

15. The game apparatus according to claim 1 , wherein medium storing a game program that causes a computer 
when the attack instruction is received by the interface in 50 apparatus to execute a game in which a player character does 

the first game mode and a plurality of enemy characters a virtual battle with an enemy character , the player character 
is within a range of attack of the player character , the being an operation target of a player , the game program 
interface receives a selection instruction by the player causing the computer apparatus to function as : 
roviding a second operation instruction to the input a memory that stores , for a first game mode , a plurality of 
device that selects one of the plurality of enemy char- 55 attack methods to be performed on the enemy character 
acters , and by the player character and conditions regarding a 

the processor specifies the first attack method based on the distance between the player character and the enemy 
selected instruction . character such that the plurality of attack methods and 

16. The game apparatus according to claim 1 , wherein the conditions are associated with each other ; 
in the first game mode , each of the plurality of attack 60 the memory that stores , for a second game mode , the 

methods is performed by the player character by the plurality of attack methods to be performed on the 
player pressing a same operating button as the first enemy character by the player character and patterns 
operation instruction , and regarding operation instructions to an input device by 

in the second game mode , each of the plurality of attack the player , the plurality of attack methods being asso 
methods is performed by the player character by the 65 ciated with the patterns in the memory ; 
player pressing a plurality of buttons as the first opera- an interface that receives an attack instruction by a first 
tion instruction . operation instruction to the input device by the player ; 
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a processor that specifies , in the first game mode , when 

receiving the attack instruction by the interface , a first 
attack method based on the plurality of attack methods 
stored in the memory , the first attack method corre 
sponding to the distance between the player character 5 
and the enemy character when the attack instruction is 
received by the interface ; 

the processor that specifies , in the second game mode , 
when receiving the attack instruction by the interface , 
a second attack method based on the plurality of attack 10 
methods stored in the memory , the second attack 
method corresponding to one of the patterns of the 
operations to the input device by the player when the 
attack instruction is received by the interface ; and 

the processor that executes an attack on the enemy 15 
character by the player character , according to one of , 
in the first game mode , the first attack method or , in the 
second game mode , the second attack method of the 
plurality of attack methods , 

wherein a game mode is configured to be switched 20 
between the first game mode and the second game 
mode by a switching instruction to the input device by 
the player . 

20. The non - transitory computer - readable recording 
medium according to claim 19 , wherein , in the first game 25 
mode , a new positional condition is configured to be added 
to the conditions regarding the distance between the player 
character and the enemy character in response to the player 
character clearing a predetermined event in the game . 

30 


